VRay 完整 教学 


- 建立 VRayLight (虚拟 射线 光 ) 做 白 膜 
- 建立 物理 摄像 机 (Physical Camera) 





Render Irradiance Мар ( 演 染 光子 图 ) 
- Common Parameter (公用 参数 ) 
- V-Ray Parameter ( 泻 染 参数 ) 
- GI Parameter (全 局 光照 参数 ) 

















- VRay Override mtl 

- VRayLight Multiplier (射线 光度 ) 
- VRaySky (天 空 光 / 环 境 光 ) 

- VRaySun (太阳 光 ) 

- VRayLight Lamp (装饰 灯 ) 

- 泻 染 彩色 (MBA Override mtl) 


Save Irradiance тар 储存 光子 膜 (vrmap) 
Reflection/refraction 
Bucket > Progressive Е 


Porgressive > Bucket 8 


参考 图 

修改 模型 

更 换 材质 
导入 模型 
添加 VRaylES 


Render Elements 
-Add Elements 


- Render Elements Output File 


Photoshop 


调整 VRayAlpha, VRayMtlReflectlOR, VRayRawLighting, 


VRayRawReflection, VRayShadows 
Save to РМС (储存 成 PNG 格式 ) 
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党 染 完成 
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Step 1: 打开 老师 给 的 “家 装 部 分 ” 文件 夹 
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请 耐心 等 待 ， 因 为 有 一 些 max 文件 里 面 太 多 模型 ,会 很 卡 很 lag.… 
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3 Render Setup: V-Ray Adv 3.4001 — х 
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Environment 
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IOR 

Hilight gloss 
Fresnel IOR 


Navigator 


* Basic parameters 


Diffuse = 


Roughness 


Reflect 
в 
faness Max depth 
Ё Fresnel reflections Exit color 
в Dim distanc 
Affect channels 


Refr: 
Glossness 
IOR x depth 

Abbe number Exit color 
Affect channels © Affect shadows 


Fog color 
Fog multiplier 


Translucency 


Self-lumination. 


> BRDF 
d + Anisotropy 
Rotation 


„КЕШ 


之 后 Override mtl 旁边 就 会 变 成 
Material #2097628 (等 等 数字 ) 


ив, 


记得 一 定 要 打 勾 Override mtl, 


否则 没 办 法 render 出 来 白 膜 


Page 20 


оттоп V-Ray 


* Global switches 


¥ Displacement. 


ck face culing 


Show GI only 


Don't render final image 


+ Reflection/refraction 


Override depth 


Transp. cutoff 0:001 


Max ray intens. 


nder 


+ Save Не 


ttings Render Elements 


* Hidden lights 


Defaultlights ок 


Probabilistic lights 


v Maps 
Override тї 


> Image sampler (Antialiasing) 


> Image filter 


* Bucket image sampler 


Min subdivs i 
* Max subdivs 
Noise threshold 


+ Global DMC 
> Environment 
* Color mapping 


Туре s 


Gamma 


+ sub pixel mapping 
= Affect background 


* Camera 


Bucket width 
Bucketheight 18. 


Dark multipl 
Bright multiplier: 


¥ Clamp output 
Mode 





З Render Setup: V-Ray Adv 3.40.01 — 


Production R 


оттоп VRay GI 
* Global switches 
м Displacement 


Force back face culling 


v Lights 
v Shadows 


Don't render final image 


+ Reflection/refraction 
Override depth 

¥ Glossy effects 

Max transp. level 

Transp. cutoff 


nde 


ing Mode 


ender Elements 


v Hidden lights 
Default lights о gr 


Probabilistic lights 


v Maps 
м Override тї = 


list У  Exdude 


ondary rays bias 0.0 


> Image sampler (Antialiasing) 


> Image filter 








Render Setup: V-Ray Adv 3.40.01 


一 切 完成 之 后 ， 接 下 来 我 们 要 开始 render QER) 
用 滑 鼠 按 下 “…” 来 设置 存储 的 地 方 








* Û — z 
Quick access 
a This PC m Libraries 


Desktop. 


Libraries 


存储 文件 的 名 字 





存储 的 颜色 是 RGB 48 bit 
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| 
x 


З Render Setup: V-Ray Adv 3.40.01 


一 切 完成 之 后 ， 接 下 来 我 们 要 开始 render (ER) 
用 滑 鼠 按 下 “…” 来 设置 存储 的 地 方 


v Displacement 
Force back face culling 


v Lights 
¥ Shadows 


Show GI only 





由 于 泻 染 的 画 质 在 320x200， 很 快 的 在 8 PE 


[E] V-Ray frame buffer - [200% of 320 x 200] о х |3 
не Ооо T YY ke Баи ө ә 











curve 
ground Image 

ur 

осо 


кс 
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TY 
mp 一 Е — mj 


ov 47 


^ Ш 


+ General 
von Tipe 


кебез: s 
Hal 
Units 
ultpier 
Mode: cor 


Color: aaa 


US e шь ыр 
d ® 








接 下 来 我 们 要 调整 所 有 每 一 个 VRayLight 的 光 的 强度 mon e 


Targeted 200.0mm $ 

Half4ength: 3079.497 + 

Half-width: 1417.485n $ 

Units: Default (image) ” 

在 这 里 ，Multiplier 可 以 调整 VRayLight 光 的 强度 Multiplier: 100 — $ 

Mode: Color ы 

Color: | 

Temperature: 

“Texture Res: 512 


Cameras PhysCamera001 
Lights VRayPhysicalCamera001 


Perspective None 


Orth hi M 
annu 调整 光度 之 后 


Bottom 切换 物理 报 像 机 
Front Ph 


» Rectangle/disc light 
Y Options 


Exdude 
v Cast shadows 
Double-sided 
v Invisible 
No decay 
Skylight portal 
Store with irradiance map 
v Affect diffuse 1.0 
w Affect specular 1.0 
v Affect reflections 


Extended Viewports 


Show Safe Frames 


Viewport Clipping 


Select Camera 
Select Camera Target 
Undo View Change 


Change 
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注意 : 
我 们 的 Levels 图 形 
形状 要 像 山坡 这 样 






Multiplier 30 
门口 曝光 了 
ART, ЖЕД 














Multiplier 10 

昌 然 明显 比较 暗 了 
但 是 门口 的 部 分 
还 是 太白 

















Multiplier 7 
门口 的 部 分 
不 会 太 过 太白 





感觉 Multiplier 7 
比较 适合 
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调 好 VRayLight 的 光度 之 后 ， 我 们 来 创建 VRaySky 天 空 光 


3 Slate Material Editor 


Modes Material Edit Select View Options Tools Utilities 














我 们 打开 Slate Material Editor 
f£ Material/Map Browser 里 
搜 找 vraysky 


- Materials 

- General 
Physical Material 
Double Sided 

[ ink 'n Paint 

Matte/Shadow 
Morpher 
Multi/Sub-Object 
Shell Material 
Top/Bottom 
XRef Material 

- Scanline 
Advanced Lighting. 
Standard 

- V-Ray 
VRay2SidedMtl 
VRayBlendMti 
VRayBumpMtl 

*, VRayCarPaintMtl 

VRayFastSSS2 


Map #614327752 ( VRaySky ) 

Map 7752 

* VRaySky Parameters 

ux Tumeur mmm #74) specify sun node 

sun light....... 

sun turbidity. — Peles 

uuum : 调 你 想 要 的 天 空 光 亮度 

sun intensity miter. NT € sun intensity multiplier 


sun size multiplier 


— ES : 大 家 有 各 自 不 一 样 的 天 空 亮度 


or -—A.— | 依照 个 人 所 需要 的 数值 


indirect horiz йит 





ground albedo. 
blend angle. 
horizon offset. 


[ ) Self-illum 
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< 345 Max2017 ”客厅 01,max 
Rendering "CwilView — Customize 

Render 
Render in the Cloud 
Open Autodesk A360 Gallery 
Render Setup... 
Rendered Frame Window... 
State Sets... 


Camera Sequencer.. 
Scene Converter... 
Lighting Analysis 
Exposure Control... 


EERE 打开 Enviroment 


Effects... 


Render To Texture... 
Render Surface Map... 


Material Editor 
Material/Map Browser... 
Material Explorer... 


Video Post... 

View Image File... 
Panorama Exporter... 
Batch Render... 
Print Size Assistant.. 
Gamma/LUT Setup... 


Render Message Window... 
Compare Media in RAM Player... 


Мар #6514327752 (Указу) Щи 
ev Environment Effects 


* VRaySky Parameters * Common Parameters 


specify sun node.. : R ^ meds 
sun light...... 
зип turbidity, 


Color: Environment Map: 


en rt nil Global Lighting: 
Ambient: 

sun size muljati? 

sun fltgfalor....... 

supffrvisble. eS 

Фу model... k + Exposure Control 


indirect horiz ilum... «no exposure contro 
ground albe: 
blend angle 


horizon о! 


г Preview 


[ә Self-illum 





Page 26 





3 Instance (Сору) М.. X З Environment and Effects = х 
Method Environment Effects 
* Instance * Common Parameters 
Background: 
Color: Environment Map: v Use Map 


Global Light 


* Exposure Control 
之 后 就 会 出 现 
Map #614327752 (数字 ) 


г Preview 


Atmosphere 
Effects: 


Name: 


添加 了 VRaySky (天 空 光 ) 和 Enviroment (环境 光 ) 
我 们 就 可 以 泻 染 ， 看 看 是 否 天 空 光 和 环境 光 太 亮 或 太 暗 














rr qM E. : a . aX 
EH TE WE 


ос ood Ol 


mum 


Com VRay 


+ Common Parameters 
Tre Cumt 
* sre Every Nth Frere: 


To 100 


Bees k= Ш 


Last Frame Tine: 0:00:08 
Time: 0:00:00 


3 4 of 


ound maae. 


Р 
м Mapped: 0 
Ray таей: 0 
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k. А. 


Select 


[6] Чате (Sorted Ascen 


lodeling 


Paint Objects 


ч 


Select 


可 wow | 


“RRC 


Object Paine 


Autodesk 3 


DS еол о 


Display | [+ Ilat 1 [standard] [Defa chadng 


Lights 


Save Aci 
Extended Viewports 


Show Safe Frames 
Viewport Clipping 














[rz] 


{ight selected 
Cikk or didrand crag to select objects 


"m. = 


Autodesk 207 


+ Ç zi © 


Freeform Е [D NU вз. 


Brush Settings 


LES o E E) 


Display |E+](laftJIStanqaid] [Defautshadm 


(tc 


D FH — 





ZU 


DTE ° 


та 


атта 


по ев ES 


си = шот 


Е лаа Tine Tao 


DELI + 


[E 


EL 


кеу Fiters 


шь» ы 2 д E. 








0/100 


1t selected 
Cikk or didrand crag to select objects 


oo 


Add Tee Tag 


[IET 


EL 


кеу Files 


миры д E. 


тъне 


Photometric 
Standard 
vray 


* Object 


D 


уре 


ht CW 


в 


Muni! 


Name and Color. 


diffuse contibulen 150 


affect specter 


specubr contributo 0 
cast atmospheric shadows. 


turbidity. 


iensty multiplier. 
size malin 


iter color. 


sky model 
indirect har 


25 
озь 
саз 
so 


[L 
pm 
shadow subdir 
shadow bes, 
photon emitradus, 


Hese 
riz ihm 


ground albedo. 


blend ange, 
horizon offset. 


Ray 


Exclude 


b 


> Object Type 


D 


wayuq 


isyAnbentig 


BO ги 


нате and Color 


Lo 


m 
Dom + 


ЖАЛ 


марез 


Lr) 


VRaySun Parameters 


enabled 
wabe 


affectdftuse. 
diffuse contibuien 150 
affectspeculer 

specular contributo 1.0 
cast atmospheric shadows 


е9 


as 
озь 


ienaty muti. 0.03 


size malig, 


fier color. 


dor node... ier 
shadow subdvs, 
shadow bes. 
photon emitradus. 


sky mode 
indirect hor 


Here 
ri dum. 


ground albedo, 


blend ange, 
horizon offset. 


Exclude 


sa 


m 
mom + 


ЖАЛ 





3 V-Ray Sun 


Would you like to automatically add a VRaySky environment map? 


оса ira бш @ = 
Modeling Fresferm ka OPERE Popul 
Paint Djecte Brush Settings 


* Ë E = “DS мефолжо 
e a PARE 
САТ СЕ 


> Object Type 


Rait Wan 
p 
+ Mame and Color 


WaySin001 





s сы 


ол л LLLA EE 
司 хат LX EG 


ања 
Бропле 

White Balarce 

ное [Saturation 

Calor Balance 


Levels 


Curve 
Background Image 
ил 

















3 á Bi Werkspace: Default = Autodesk 345 Max2017 ”客厅 Ol.max тетт 


Е * 28% 





ja | (Standen Foral en 


HE F5 [ө] 


m EMNE 


dt 
[ X] [E = 
УВау 


Photometric 


VRay 
* Object Туре 


AutoGr 


tayAmbientLig 


* Name and Color 


* General 


wOn Type: plan 


Units: Defai 


E Temperature 改 成 4800 
E) 颜色 就 会 自动 变 成 黄色 (EE) 


» Rectangle/disc light 
* Options 

» Sampling 

» Viewport 

> Advanced options 





Page 30 














Sc ن م‎ BN 


Modeling 


фене 


[NEM NEL о Populate ә 


Paint Objects Brush Settings 


HE “HDS EN EN x жо 


3ds Max 2017 


客厅 0imac 


в. © 





— [EET ssa [Standard] [Deas Shade 


18 попе Солей асел 


гош 四 


3-44 











ligni Selected 


Cid or dard drag оње 


ФСЕ 


Populate 


Lr 


Modeling Freeform ‘Object Paint 


Paint Objects Bush Settings 
HEB € s p = 


CEE EZE] 


=) [Eee IS ава зовн] 


OLI 





3ds Mac 20 


"gn 


2 


Gnd = 100mm 


E] sac me 


7 客厅 omac 


а >. 


DEM 


% ú S3 © 


autokey selected 


Setkey т, кеуш. 


маю ы O ال‎ 








+ = d g % 
A Б x 5371579 š v: RE EET x 1387 SR š Gnd = 10.0nm 


EJ] ade Tine Tea 


Auto Key Selected 
Sy ут, EERE 


F e dir m D A 


+05 
verts 


Moafer st 








азот 





+ General 

von ме 
Targeted 

Radis: 


Uws: оный (nage) * 

маше: 250 $ 
Mode: тырегше ~ 
Coor: M 
Teroeraure: 000 + 


Options 
sampling 
viewport 
Advanced options 


q— $$ » 42, 














D 


> General 
Моп тре 


Targeted 
Rasus: 


sphere т 
20.00 
200.00. 


Units: Default image) = 
маде: л 4 
Mode: Temperature ¥ 


Coo: M 


летонаме: 4800 + 


Samping 
Viewport 
‘Advanced options 


20 42 











Autodesk Ids Mex2017 客厅 olmax 
S JE ENe6 











та 


IITTTEELIZ pe 


View to 
Render: 


Соттоп V-Ray 


» Authorization 
> About V-Ray 

» Frame buffer 
* Global switches 


v Displacement 


Force back face culling 


# Lights v Hidden lights 


< Shadows Defauitights 接 下 来 我 们 要 泻 染 有 颜色 


Show GI only ee 就 把 Override mtl 给 取消 


Don't render final image 


v Reflection/refr. 
Override depth 
7 Glossy effects 
transp. levels 50 
Transp. cutoff 


Max ray intens. ondary rays bias 


* Image sampler (Antialiasing) 


Туре Bud 


Render mask None 


> Image filter 
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ЕЕ workspace: Default. - [Bg] Autodesk 345 Max2017 ”客厅 01.max 


[X "Group Weve Crete xul em Ex 


У АЗОБЕ УА ТЕСНЕЕ 


Object Paint 








Render 


aveFíe ... 
Exposure 

White Balance 

Hue / Saturation 

Color Balance 


Levels 


Background Image 
wT 


这 样 就 可 以 泻 染 
彩色 画面 了 


CLET 


None Selected É 2 Grid = 10.0mm } Auto Key Selected моме اله‎ ДЕБ КЕЕ 
Welcome to м ШИИ ТЫ dd Time Tag MC j, Key Filters. 0 =” 








接 下 来 我 们 要 演 染 和 储存 光子 膜 (Irradiance map) 


3 Render Setup: V-Ray Adv34001 一 х 


Target: Production Rendering Mode 


Pre 
Rer] 


View to, 
Rendag 


Common VRay GI 


Render 


û Save File 


Settings Render Elements 


* Common Parameters 


Time Output 
® Single 


Every Nth Frame: 


Render Setup: V-Ray Adv 3.40.01 


Target: Production Rendering Mode у 

Render 
Preset: 
Renderer: V-Ray Adv 3.40 > w Save File 


View to 
Render: 


Common VRay GI Settings Render Elements 


> Authorization 
» About V-Ray 


* Frame buffer 


Active Time Segment: 0 To 100 * Global switches 


Range: 0 + To [Advanced Ш 


¥ Displacement 


File Number Base: Force back face culling 








Frames |1,3,5-12 








v Lights 
¥ Shadows 
Show GI only 


= Hidden lights 
Default ights — og 


Area to Render 


View Auto Region Selected E 
消 


Output Size Reflection/refraction 


Custom Aperture Width(mm): 36.0 Don't render final image 


Probabilistic lights 


Width 640 320х240 720x486 
640x480 800x600 Reflection/refraction v Maps 


| 从 < Override mt 
kel Aspect? - 


Height: 480 


Aspect: 1.33333 f 
Image Aspect: 1.33333 © Glossy effects Indu... ist" 


Options Мах transp. levels 50 C 


打 勾 Override mtl 


v Atmos ty Transp. cutoff — gef + 


v Effects er roo bs Ponts 


Force 2-Sided Max ray intens. Secondary rays bias 0.0 


Super Black 


Displacement 


Video Color Check * Image sampler (Antialiasing) 


Render to Fields 


Туре Bucket M 
Advanced Lighting К» mask None 
* Use Advanced Lighting 


Compute Advanced Lighting when Required > Image filter 


Type: Bucket 


7 Bucket image sampler 
Bitmap Performance and Memory Options 


Min subdivs 15 
Bitmap Proxies / Paging Disabled 


Bucket width 
Bucket height 


м Max subdivs 4 


Render Output Noise threshold 0.01 


Fi 
w Save File Global DMC 


{C:\Users\Chyi\Desktop \aaa.png 





Environment 


Put Image File List(s) in Output Path(s) Color mapping 


© Autodesk ME Image Sequence File (.imsq) Camera 


Legacy 3ds Max Image File List (if) 


在 1 分 钟 4 
ЗЕ ПЕ 


RIS coler Total Animation 9ке 


Eee A ИЕН 


White Balance Rendering mage.. dane [00:01:40.7] 


cance! 


Hue [Saturation 





Color Balance 
Renderng Progress: 
Frame # 0 

tof i Elapsed Tine: 0:00:00 
Pass # 1/1 “Tine Remaining: 7:72:77 


Leves 
Last Frane Time: 0:05:12 


Render Settings: 
Viewport: Physcanereool Width: 640 
Start Tine: 0 eight: 180 

End Tine: O Pel Aspect Ratio: 1.00000 

Nih Frame: 1 Image Aspect Ratio: 1.33333 
Hidden Geometry: Hide Render to Fields: No 
Rerder Atmosphere: Yes Force 2Sided: No 
Use Ady. Lightng: Yes Compute Adv. Lighting: No 


Output Settings: 
Fle Нате: C:\Jses\ChyiDesktop aae.ong 
Device Name: 


Fle Output Gamma: 1.00 
video Color Check: No 
ane Super slack: No 


Nth Serial Numbering: No 
Drher Paleted: Yes 
Dither Tue Color: Yes 


Scene Statistic 


Objects: û Lights: 0 
Faces: 0 Shadow Mapped: 0 
Memory Used: P:2560.19 Ray Traced: 0 


Background Image 


шт 





Render Setup: V-Ray Adv 3.40.01 — 


+ Global illumination 
= Enable GI 


Primary engine уга! 


ndary engine Б; 


ute force 


+ Refractive GI caustics Reflective GI caustics 


Saturation O š Amb, ocdusion 0 
Radus 





3 Render Setup: V-Ray Adv34001 — 


Renderer 


View to 
Render 


Common V 1 g: der Elements 


able GI 


imary engine 


Reflective 


ocdusia 


Subdivs 
Interp, samples 


O bytes (0.0 MB) 





切换 到 GI 部 分 





3 Save irradiance тар х 


€ + 个 < ER HE DEI EFE FERAT > 291 > 1 > vo 








Organize v — Newfolder 





ime 


ELO 


dified Type Size 
Quick access 





11:19PM File folder 


П OneDrive 


ae。 | 把 光子 膜 存储 起 来 


Й Desktop 





Documents 





Downloads 
Music 

& Pictures 

В videos 

iia Windows (С) 


аи 储存 文件 名 字 


@ Network 






File name: RETE 





Save as type: ap (* 


vrmap) 





3 Choose irradiance map file x 
+ D « EX RG 卫生 间 地 下 室 娱乐 室 及 其 它 2051» vo р 
Organize = — Newfolder ~ m ө 





nodified pe Size 





Quick access 


ато 11:19PM File folder 


Г] Imadiance map.vrmap 








46AM V 





AAP File 1KB 








ШШ This PC 


Eres 这 就 是 刚刚 存储 的 光子 图 (vrmap) 


EE Desktop 





E| Documents 
} Downloads 
Music 
& Pictures 
Bl videos 
da Windows (С) 
= Data (D:) 


# Network 





3 Render Setup: V-Ray Adv 3.40.01 — x 


View to 
Render: 


Соттоп 


* Global illumination 


v Enable GI 
Primary engine. 


Irradi 


< Amb, ocdusion 
Contrast 0 $ Radius 

Contrast base 0.5 Subdivs 

* Irradiance map 


打开 之 后 ， 你 就 可 以 看 到 刚刚 的 光子 膜 


Current preset . 


这 代表 你 已 经 可 以 使 用 光子 图 了 





Min rate 3 Subdivs 


Max rate Interp. samples 





Show calc. phase 


З Render Setup: V-Ray Adv 3.40.01 


0 samples 


38- 家 车 部 分 人 FromM > DÊ 卫生 间 地 


[The irradiance map is loaded from file at the start of the е Adv 3.40 v Save File 
rendering. No new samples are computed. This mode is 

for fly-through animations with precalculated iew to 
Render 


* Brute force GI Common ettin ‘ender Elemer 
Subdivs 
Bounces 


* Common Parameters 
Time Output 
> Caustics gl Every Nth Frame 


0 To 10: 


切换 到 Common 


540х480 


这 里 改 成 4000x3000 Image Aspect1.33333 ÑE) Pixel Aspect: 


Options 


v Atmosphe: Render Hidden Geometry 
+ Effects Area Lights/Shadows as Points 
* Displacement Force 2-Sided 
Video Color Check Super Bla 
Render to Fields 
Advanced Lighting 
* Use Advanced Lighting 
Compute Advanced Lighting when Required 
Bitmap Performance and Memory Op! 
Bitmap Proxies / Paging Disabled 


Render Output 


v Save File 


Put Image File List(s) in Output Path 
* Autodesk ME Image Sequence File (.imsq) 


is Max Image File List (10) 
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Target 


Preset: 


View 
Render: 


Соттоп V-Ray tings Render Elements 


* Authorization 
> About V-Ray 
* Frame buffer 
* Global switches 


Force back face culling 


v Lights < Hidden lights 
shadows Default lights " H Reflection/refraction 
Брасс Probabilistic ligh 





CEP 选 Oveeride mtl 
7 Reflection/refraction 
Override depth 
w Glo: 
Max transp. levels 50 
Transp. cutoff 


Max ray int ndary rays bias Û 


* Image sampler (Antialiasing) 
Туре {Progressive 


Render mask None 


* Image filter 

* Progressive image sampler 

Min. subdivs 1 

Мах. subdivs 

Render time (min) 1.0 aybundesze 128 
Noise threshold 


* Global DMC 
» Environment E _ n 
— 泻 染 Progressive 过 程 


* Сатега 








na Tire 0:00:29 
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3 Render Setup: V-Ray Adv 3.40.01 — 


Renderer: 
vi 
Render 


оттоп V-Ray 


* Authorization 
* About V-Ray 
* Frame buffer 
* Global switches 
Displacement 

Force back face culling 
v Lights v Hidden lights 
v Shadows Default lights 
БС ояу Probabilistic 
Don't render final image 


v Reflection/refraction 
Override depth 

* Glossy effect 

Max transp. lev 


Transp. cutoff 


х ray inter 


* Image sampler (Antialiasing) 


Render mask 


> Image filter 

* Bucket image sampler 

Min subdivs 

и мах subdvs 4 Bucket width 
Noise threshold + Bucketheight | 


* Global DMC 
> Environment 


> Color mapping 


Autodesk 3ds Mae 2017 


лик 


iB Progressive FE 








ppm 


99% $ 


д 
[6 








A [= 


| AOKI | 


п Ж, mx 
Muremasy 
Е s 
= Object Type 
E cire 
= 
сюе ты 
лш Pyramid 
Temi Hee 
С 


+ Name and Color 


窗口 和 填补 墙壁 


RES 
WE TE г Ф 
ажр” 





一 一 
| 
| 


b 5 


需要 换 沙发 和 材质 


Ga mom Ricky аный Яр ыы HL Q 2, 
+ > Se > xf 


tlne Ts serey Pi, key Fites 





删除 掉 不 要 的 东西 





接 下 来 填补 墙壁 
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Object Selected à Ы эт Grid = 10.0mm autokey Selected 


ick ad drag to select and move objects Ej] de Tine T неу Key Piters, 
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VRayMtl 
VRayMtIWrapper 
VRayOSLMtI 
VRayOverrideMtl 
VRayPointParticleMtl 
VRayScannedMt! 
VRayScatterVolume 

VRaySimbiontmtl 

E] Rendering frished 


2 Slate Material Editor 


Modes Material Edit Select View 


В 2 ñ F 
Materiali Map Browser 
w Search by Name 


= mat33034.mat 
+, wood_51 (VRayMtl ) 


- 106152mat 
€; 05- Default ( VRayMtWrapp. 
- Materials 
- General 
Physical Material 
Double Sided 
Ink'n Paint 
Matte/Shadow 
Morpher 
Multi/Sub-Object 
Shell Material 
Top/Bottom 
XRef Material 
= Scanline 
Advanced Lighting Override 
Standard 


- V-Ray 
VRay2SidedMtl 
VRayBlendMti 
VRayBumpMtl 
VRayCarPaintMti 
VRayFastSSS2 
VRayFlakesMti 
VRayGLSLMtI 
VRayHairMtl. 
VRayLightMtl 
VRayMt! 
VRayMtlWrapper 
VRayOSLMtI 
VRayOverrideMtl 
VRayPointParticieMtl 
VRavScannedMtl 

OLI 


Tools Utilities 


Libraries 


This PC 


d 


Network. 


Не name: 


Fles of type: 


Tools Utilities 


mat33034.mat 


Material Lbraries(*.mat) 





Navigator 





Navigator 





Material Parameter Editor 





оше 


pr  Popuiste єз 


Material Edit Tools Utilities 


公国 已 全 亲自 





Select Display 


€— 
Name (Sorted Ascen +, тоб 51 (уйгум) 
~ i061s2mar us 
P, 04 -Defsutt (VtaMtWapp. 
Materials 
~ General 

Physica Material 

Double Sided 

ni Paint 

Matielshadow 

Morpher 

Multi/sub-Objet 

shall Material 

торіволот 

эре Materia! 


AMADE 


-Seanine 





mmm 


© advanced Lighting Overide 
Standard 


АЕ] 
Ray Blends 
тЇ 
carpanentl 
‚ VRayrastSss2 
\VRayFlakestt 
VRaycLSLMt 
Ray Heit 
LI 
vray 
‘vRaymuvirappe 
VRay08 мч 
VBayvorridsMl 
\VRayPointParticiewal 
\VRavScannedMt 
Е) анто richer 


Bas 





Nore Selected crd = отт Алса (Selected ¥ миры рж 


ik or dard drag to select objecte S] amas САЛ Еш 3€ v» & c" 


ос га BR 


Modeling Freeform Selection Оў РЕС — Populate 
Paine Objects Brush Settings 


Be wp z CE КУ: 


Select Display — [+]Üewpesiye][stangars][Defaut tng] 





OREA m N Z 
E] nane (Sorted ascen Standard priniives 


* Object Type. 


Box Core 
Geosphere 

Tube 

Pyramid 

Pare 


Е) 


mmm 


Bas 











Nore Selected ndi Шары D Ë 
ik or dard drag to select objecte [Z] are Setev 7%, (even) + 0 LEANA 











Paint Objects Brush 


* | 





[LL Populate 


LE d] Р 
hadna. + Bn 
[LOL 
Ray 
> object yp 
m. 
w D 
LL NE 
> Name and Color 
p 


< MayIES Parameters 


enabled 
erable viewport shading. 


ight chap For orly 
override shape. 
shape 


Temperature. «800012 
‘ype 


Piensty valse. 
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History: D:\-- #18 (FromMsWang)\12% 38 工 生 辣 地 下 室 Sse нє 291 Too 


s BETE + r: i: 


ceiling 


Libraries 


This PC 


ф 


1(4500cd) ies 竹简 ,ies 


Open 


File name: 向 简 ,ies 
Cancel 


Files of type: TES profiles (*.ies) 





a 2% 47 {у Банзан 


™ ® ей в.с 


Е mg 把 VRaylES 复制 到 所 有 每 一 个 灯 上 Ed 














Gid ~ 10.0mm Fie ab ml ря 
E EM — Y ¢ > 



























接 下 来 我 们 泻 染 白 膜 











jew Customize Scripting 


Shift+Q 





Render 
Render in the Cloud 
Open Autodesk A360 Gallery 


Target: 


Preset 


Render Setup... F10 
^ Renderer: 
Rendered Frame Window... v 
State Sets... 
Camera Sequencer... —s — 
НЕ > Common Parameters 
Lighting Analysis > Time Output 
Exposure Control... 
Environment. 8 Rar To 100 
"ú Effects... le Number Base 
Render To Tete ° кә 
Render Surface Мар... Area to Render 
Material Editor > = НЫ 





Material/Map Browser... 
Material Explorer... 


Output Size 


Custom Aperture Width(mm): 


Width: 


Height: к 


Image Aspect:1.33333 (Е) Pixel Aspect 


Video Post... 0x240 







View Image File... 





Panorama Exporter... 


Batch Render. Options 


¥ Atmospherics 

v Effects 

Displacement For 
Video Color Check 







Render Hidden Geometry 
Area Lights/Shadows 
Sided 


Print Size Assistant. 
Points 







Gamma/LUT Setup. 
Render Message Window... 


Compare Media in RAM Player. 


Super Black 
Render to Fields 
Advanced Lighting 

vu Lighting 
Compute Advanced Lighting when Required 
Bitmap Performance and 


Bitmap Proxies / Paging Disabled 
tender Output 


w Save Fie 


Put Image Fie List(s) in Output Path(s) 


* Autodesk ME Image Sequer 


Fie Cimsq) 
Legacy 345 Max Image Fie List (if) 


+ Rendered Frame Window 


Skip Existing Images 


消 勾 选 Reflection/refraction 


勾 选 Override mtl 
确保 在 Bucket 


把 Min subdivs 改 成 15 
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换 在 Common 部 分 


改 成 640x480 


改 成 640x480 


3 Render Setup: V-Ray Adv 3.40.01 — 


* Frame buffer 
* Global switches 


< Displacement 


Hidden lights 
Default lights oF Gy 


Show GI only Probabilistic lights 


Don't render final image 


Reflection/refraction м Maps 
Override mtl 


Indu 


Material 


© Glossy effects list v 


Exdude 


Мах ray intens ondary rays bias 0.0 


* Image sampler (Antialiasing) 
ту 


Render mask М 


> Image filter 


* Bucket image sampler 
Min subdivs 1 = 
v Мах subdiv 习 Bucket width 


Bucket height (B 
Global DMC 
Environment 


Color mapping 


Camera 


1 





3 Render Setup: V-Ray Adv 34001 — x 


Render 


Quad 4 


Ува GI S ider Elements 


* Global illumination 


» Enable G 
Primary 


© Refracti 


Saturation 
Contrast 

Contrast base 015 
* Irradiance тар 


Current preset. 


alc. phase 





О samples; 0 byte 


Target: 
Copy 
Paste 


Delete [> 


» Brute force GI 
> Caustics 


Select All 





Right to left Reading order 
Show Unicode control characters 
Insert Unicode control character › * Global illumination 
Open IME w Enable GI 

Primary engine 





агу engine Brute f 


м Refracti 


* Irradiance map 


Curentpreset — C 


tes (0.0 MB) 





后 再 按 “Reset” 以 确保 之 前 的 光子 图 给 删除 掉 





Mode From fle 


> Brute force GI 


Question: 


为 什么 我 们 要 删除 光子 图 ? 
答 : 因为 我 们 已 经 换 了 墙壁 地 板 的 材质 ， 和 换 沙发 模型 


» Caustics 








如 果 我 们 用 回 之 前 的 光子 图 ， 会 有 出 现 之 前 的 影 
MOA, RF, WBS, WAR, TREES 


所 以 ， 必 须 再 次 泻 染 过 光子 图 ， 否 则 直接 泻 染 彩色 图 


会 出 现 一 些 残 影 
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сопипоп Parameters 


CrsersichyiDesktoplasa aaa. png 


Nth Serial Num 


Соттоп V+ GI 


* Global illumination 


* Enable GI 





给 储存 起 来 





3. Save irradiance map. x 





+ |< WER LER HETE FERRET 2151 хо 





Organize » New folder 


Mode From file е ^ 
N 


出 客厅 oo 22/2/201 


Г] OneDrive ] \тайапсе map.vrmap. 01 


Date modified Type Size 





This will save to file tha irradiance map which Quick access 

[ETE is currently in memory} Note that the Don't 
ЗОРИ) delete option іп the Onjrender end group must be 
suitable enabled or 





APM File fol 








46 AM VRMAP File 1KB 





В зо Objects 
> Brute force GI IB Desktop 


> Caustics 8 Documents 
Downloads 


Music 
= Pictures 
Videos 
‘ke Windows (C) 


一 mm 四 储存 文件 名 字 


@ Network 
Save 


tee < 


Saveastyp 
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3 Render Setup: V-Ray Adv 3.40.01 — x 


З Choose irradiance map file x 


+ [< EXE 卫生 间 地 下 室 娱乐 室 及 其 它 >291 > 1 > у © Search Р 


Organize = New folder 











Common me 
Quick access 
* Global illumination sro File folder 
EUR | Í OneDrive ] Irradiance map 2.vrmap Š VRMAP File KB 
v Enal 
> VRMAP File 
his y enge P Î Î irradiance тармитай ЕМАР File кв 
Secondary engine B30 Objects 
ШЙ Desktop 
ES 
aoe Soc. ЧЕТТ 
Downloads 
aturation ion 0 Music 
& Pictures 
Contrastbase 0 Subdivs E Bl Videos 
> Irradiance map ia Windows (С) 
Currentpreset И ? — Data (D) 
Min rate Subdivs 0 $ Network 


Max rate - Interp. samples 


O bytes (0.0 MB) 


Fle name: _Irradiance map 2.vrmap 





> Brute force GI 


> Caustics 





3 Render Setup: V-Ray Adv 3.40.01  — x 


ay Adv 3.40.01 w Save File 
Quad 4-P 


tings Render 


© Refractive Gi 


Saturation 
Contr 


Contrast base 


а дм 打开 之 后 ， 你 就 可 以 看 到 刚刚 的 光子 膜 
PETS э 这 代表 你 已 经 可 以 使 用 光子 图 了 


Subdvs 
Interp. samples 
. phase 
O samples; 


Mode 


From file 


部 分 (rom 


[The irradiance map is loaded from бе at the start of the 
rendering. No amples аге mputed. This mo 
suitable for fly-through animations with precalculated 


* Brute force GI 


» Caustics 
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| 3 Render Setup: V-Ray Adv 3.40.01 


I 
х! 





Соттоп G n ег Elements 


* Common Parameters 
Time Output 
Every Nth Frame: 


0 To 10 





在 这 里 改 成 4000x30 


З Render Setup: V-Ray Adv 3.40.01 — x 


Render Hidden Geometry 
v Effects ights/Shadows as Points 
и Displacement 

Video Color Check 


ender to Fields 


Advanced Lighting 
* Use Advanced Lighting 


> About V-Ray 
* Frame buffer 
* Global switches 


Compute Advanced Lighting when Required 


ap Performance and Memory Options 


ap Proxies / Paging Disablec 
ар Proxie: iging Disabled ¥ Displacement 





Force back face ailing 


v Lights Hidden lights 
¥ Shadows Default lights GF 


Show Probabilistic lights 


i i n Don't render final ima 
勾 选 Reflection/refraction on't render final image 
v Reflection/refraction v Maps 
erride depth Override mti 
м Glossy effects 


取消 勾 选 Oveeride mtl 


tens. ndary rays bi 


gage sampler (Antialiasing) 


> Image filter 


* Progressive image sampler 


Min, subdivs 1 
Max. subdivs 100 
tender time (min) 1.0 Ray bundle size 


se threshold 
Global DMC 
Environment 


Color mapping 


Camera 
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кс 
Render 
Баозле 


Whte Balance ^ save nie 
Hue /Satraion 
=â 


Color lance. 


Levels 


ааа АНА Wak 


aaa png 


Total Animation: Sion Cancel 


~ Common Parameters 
Rendering Progress: 

Frame Q Last Frame Time: 0:03:26 

ofi To Elapsed Time: 0:00:00 

Pose yi Tine Remaining: 227:77 


Rende Setirgs 
Vienocrt: Perspectve Width: 4000 
Start Tine: 0 Height: 3000 
Erd Tine: 0 Pixel Aspect Rato; 1.00000 
Nth Frame: 1 Image Aspect Rato: 1.3335 
Hidden Geometry: Hde Render to Fields: No 
Render Atmosphere: Ves Force 2Sded: No 
Use Adv, Ughitng: Yes Compute Adv Lohtrg: No 
Output setings: 
Fie Name: Ci sers IC Desktop eaa Vea ng 
Device Name: 
Fle Output Gamma: 1.00 Nth Serial Numbering: No 
Video Color Check: No Dither Paletted: Yes 
Super Bladt: No Dither Tue Color: Yes 
Scene States 
Objecte: 0 Lights: 0 


faes û Shadow Mapped: 0 
Memory Used: P: 55<8.3M Ray Traced: 0 





Nore Selected Grid = iDoomm 


Rendering Time 0:03:25 [E] ате 


3 Render Setup: V-Ray Adv 3.40.01 


Target: Production Rendering Моде 
Render 
Preset: 


Renderer: V-Ray Adv 3.40.01 + #5ауеНе 


View to 


Render, — Quad 4-Perspective 


Common V-Ray GI Settings Render Elements 


* Authorization 
> AboutV-Ray 
* Frame buffer 
* Global switches 


v Displacement 
Force back face culing 


¥ Lights Hidden lights 
v Shadows Defaultlights OFF GI + 


Show GI only Probabilistic lights 
Don't render final image 


» Reflection /refraction ¥ Maps 
Override depth Override mti 

* Glossy effects 

Max transp. levels S) + 

Transp. cutoff 0.001 + 


Max ray intens. Secondary rays Баз 0.0 


+ Image sampler (Antialiasing) E Progressive 改 成 Bucket， 然 后 把 它 泻 染 出 来 


Type Bucket Y 


Bucket 
Render progressive №. 


» Image filter 





* Bucket image sampler 

Min subdivs 15 

w Мах subdivs 4 Bucket width 
Noise threshold 0:01 Bucket height IB 





ИТ 


Exposure. 
White Balance 
Hue / Saturation 


Color Balance 


| 


Levels 


" 


3 Rendering -aaapng 


* Total Animation: 


Render 


GurentTade Rendering mage... D3:52:46.7] [04:0204.7 es] 





* Common Parameters 
Rendering Progress: 
Frame + 0 

ii 
Pass # 1/1 
Render Settings: 


LastFrame Tine: 0:03:27 
lapsed Time: 0:00:00 
Tine Remaning: 7:72:77 


Vewport: Perspective Width: 4000 


Start Tine: 0 
End Time: 0 
Nth Frame: 1 
Hidden Geometry: Hide 
Render Atmosphere: Yes 
Use Adv. Lighting: Yes 


Output Settings: 


Hecht 3000 

Pixel Aspect Ratio: 1.00000 

image Aspect Ratio: 1.33333 
Render to Fields: No 
Force 2-5ded: No 


Compute Adv. Lighting: No 


Fle Name: CILsersiChyiDesktop laaa aaa, ona 


Device Name: 

Fle output батта: 100 

Video Color Check: No 
Super Badk: No 


Scene Statisties: 





None Selected 


Rerdering Tine 0:03:27 


0/100 


Objects: 0 


Fares: 0 


Memory Used: Pr4441 8M 


p 
Ш Бре 

[MN Balance 

Ш Hue /Saturaton 
[Ns 


[M 


AST 
3 


n 
mm 
" —À 


Ol current Task: Rendering mage... [06:04:59.7] [05:05:02.7 est] 


工 


Nth Serial nunberng: No 
Dither Palette: Yes 
Dither Tue Copr Yes 


Lights: 0 
Shadow Mapped: 0 
Ray raced: O 


Render 





> Common Parameters 
Rendering Prog ces 
Frame = 0 
isi 
Pass# 1/1 


Render Settings: 


LastFrane Tine: 0:03:27 
lapsed Tine: 0:00:00 
Time Renaning: 2:77? 


Vewport: Perspective ict: 000 


StartTine: 0 
End Tine: 0 
Nth Fame: 1 
Hidden Geometry: Hide 
Render Atmosphere: Yes 
Use Ady. Lighting: Yes 


Output Settings: 


Hecht 3000 
Fixel Aspect Ratio: 1.00000 
image Aspect Ratio: 1.33333 

Render to Fields: No 
Force 25ided: No 
Compute Adv Lighting: No 


Fle Name: CiLsersIChyiDesktop aaaWaa .png 


Device Name: 

Не Output сатта: 1.00 

Video Color Check: No 
Super Bade: No 


Scene Statisties: 





Nore Selected 


Rendering Tine 0:03:27 


Objects: 0 
Faces: 0 


p КДА Memory Used: P4441 ам 


Grid = iDoomm 


[E] Add Time Tas 


Ith Sera nunberng: No 
Dither Palette: Ye 
Dither Fue Copr Yes 


Lights: 0 
Shadow Mapped: 0 
Ray Taced:0 
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— (Cam = 接 下 来 我 们 要 学 如 何 Render Elements 和 使 用 Phosotshop 做 调整 


取消 勾 选 Enable built-in frame buffer 





Enable builtin frame buffer 


c= 
— IJ Render Elements 部 分 


* Image sampler (Antialiasing) 
Туре Bucket M 

3 : V-Ray MOON 一 

Render пас I Render Setup: V-Ray Adv 3.40.0 x 
> Image filter 

* Bucket image sampler 

Min subdivs 

v Max subdivs + Bucket width 
Noise threshold 0 Bucket height (Bj 


» Global DMC 


> Environment 


* Color mapping * Render Elements 


TTL м Elements Active Display Elements 





bled Filter Type 





Output to Combustion TM 


Enable 
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3 Render Elements ? x 


接 下 来 我 们 要 添加 Elements 


Ctrl + 8 


SALE — 可 用 来 选 你 想 要 的 Elements 





VRayDenot 
VRayDiffuseFilter 


УВауЕжгаТех 
VRayGloballllumination 
VRayllluminance 


VRayMtlReflectGlossiness 
IVRayMtiReflectHilightGlossin: 


IVRayObjectID 
VRayObjectSelect 
|VRayOptionRE 
IVRayRawGloballllumination 


\VRayRawRefraction 
‘Shadow 
Lighting 


VRayReflectionFilter 


我 们 最 


- VRayAlpha 

- VRayMtlReflectlOR 
- VRayRaw Lighting 

- VRayRawReflection 


要 的 Elements 就 是 : 


VRayRefraction 
VRayRefractionFilter 
VRayRenderID 
VRaySampleR 
VRaySamplerInfo 
\VRaySelfillumination 


- VRayShadows 








Ja, #2 OK 





Target: Production Render 


Preset: 3 Render Element Output File x 


Renderer: 
History: Chyi\ 


ENT | Render Elements М 


Соттоп Render Eements 


Date modified Туре 


* Render Elements No items match your search. 


© Elements Active v Di 


Quick access 
lay Elements 


Add Merge Delete 


Desktop 


Libraries 


с 把 VRayAl 的 elements 储存 起 来 


VRayRawLigh. 
VRayRawRefi 


Name template: 


Gamma 


Selected Element Parameters 


¥ Enable 


v Preview 


Output to Combustion™ 


Enable 





Create Combustion Workspace Now 





Target: 


Preset: 3 Render Element Output File ud 
Renderer: 
History 
View to 
Render 


Common VRay GI Settings Render Elements Date modified Type 


* Render Elements No items match your search. 


Quick access 
* Elements Active © Display Elements 


Add ... Merge De 


Desktop 


n 


Libraries 


Enabled Filter Туре 


把 VRayMtlReflectlOR 的 elements 储存 起 来 


PNG Im 


Gamma 





Target: 


Preset: 3 Render Element Output File us 
Renderer: 
History Dp Rt 


Wiew to 
Rende 


Common Үау GI Settings Render Elements Date modified Type 


* Render Elements No items match your search. 
* Elements Active * Display Elements 


Add... Меде p. 


Enabled Filter Type 


On — WRayRawLigh. 
[EN S 
had: 


把 VRayRawLig elements 储存 起 


бре PNG Im 


Мате template: 


Gamma 


Statistics: МА 


Output to CombustionTM 
Enable 
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endering Мо 


Preset 3 RenderElement Output File х 
Renderer: ay Adv 3.40.01 
History 


Quad 4 - Per 
Render ы 


GI tings Render Elements Date modified Type 


* Render Elements No items match your search. 


Quick access 
< Elements Active + Display Elements 
Add Merge elete 


Desktop 


n 


Libraries 


Name Enabled Fiter Туре 
VRayAlpha On — VRayAlpha 
VRayMtRefe... 


[ 


m 把 VRayRawReflection 的 elements 储存 起 来 


VRayShado: 


PNG Image Fi 
Мате templat 

Gamma 

Selected Element Parameters 


м Enable 


v Preview 


Statistics: М/А 
Location: МА 





nbustion Workspace Now 


3 Render Element Output File x 
nderer: 
History 


View to 


Render: 


Render Elements 


Common V-Ray GI Settings Render Elements 


Date modified Type 


> Render Elements No items match your search. 


Quick access 
v Elements Active м Display Elements 
Add Merge Delete 


Desktop 


n 


Libraries 


Name Enabled Fiter Type 
VRayAlpha On On 
VRayMtiRefiectIOR On On 

On 

On 

On 


把 VRa dows 的 elements 储存 起 来 


Gamma 


Selected Element Parameters 


v Enabl м Enable Filtering IMAGE 


istics: 





Target: Production Rendering Mode + 


Preset: Render Output File 


Renderer: V-Ray Adv 3.40.01 + Save File М 


History: C:\Users\Chyi\Desktop\Render Elements 
View to 


Quad 4 -Perspective 
Render: E Render Elements 


Common V-Ray GI Settings Render Elements Date modified pum 
* Render Elements No items match your search. 


м Elements Active Display Elements. 


Add Merge elete 


Name Enabled Fiter Type 


VRayAlpha On On  VRayAlpha 

VRayMtiRefiectIOR On On — VRayMtRefie.. 
VRayRawLighting On Оп Уваувамиор.. 
VRayRawReflect... Оп On — VRayRawRefl.... 


о жшке 


File name: 
Save as type: PNG Image File (*.png) 


Name template: 


[< > Бар 


Selected Element Parameters. 
v Enable v Enable Filtering IMAGE 





Name: [VRayShadows 








C:\Users\Chyi\Desktop Render Elements \VRayShe| У Preview 





Output to Combustion™ Statistics: 


Enable Location: 





C:\Users\Chyi\Desktop \aaa.cws 











Create Combustion Workspace Now 


8 Rendering -RenderAllColourpng x 


Render Sip Caneel 


Render Preset Total Animation: 
ш MO Production ٹک ڪڪ‎ 
Rendering mage... [01:32:33.6] [01:32:35.4 eat 


° Ш Rais 


> Common parameters 
Rendering Progress: 

Fames 0 Last Frame Time: 0:00:00. 

1of 1 тиш EepsedTime: 0:00:02 

Pass # 1/1 Time Remaining: 72:72:72 


| 


ender Setings: 
viewport: Perspective Width: 2000 
Start Time: 0 Height: 1500 
End Time: O Pixel Aspect Ratio: 
Nth Frame: 1 Inage Aspect Ratio: 
Hidden Geometry: Hide Render to Fieds: 
Render Atmosphere: Yes Force 2-5ided: 
Use Adv. Lighting: Yes Compute Adv. Lightng: 


Output Settings: 
Не Nane: .. Render Elements Render 
Device Name: 
Fle Output Gamma: 1.00 М Serial Numberng: 
Video Color Check: No Dither Paletied: 
Super Black: No Dither True Color 


Scene Statistics: 


Objects: 0 Lights: 0 
Faces: 0 Shadow Mapped: 0 
Memory Used: P:4135, 2M Ray Traced: 0 








回国 = Bidine Tools Render Elements = E Ж 


йоне Sae АБ мые ө 


Г тщюегнрале [E Esta large eons] & Large icons | I> C tem eneeroores 





Medium icons Small icons + [ File name extensions 






Sort 





'etails pane Ë Opti 
tall ist Details ы С Hidden tens E 
Layout Current view snowinide 


Render Elements Р 


vlo | Sear 





Render Elements Photoshop.png RenderAllColourpng VRayAlpha:png 


шш 





VRayMdReflectlOR.png \VRayRawLighting.png \VRayRawReflection.png 





完 后 ， 就 可 以 看 到 有 7 张 PNG 照片 在 文件 夹 里 





VRayShadows.png 





Titems 2 = 


Fle Edit mage Layer Туре Select Fiter 3D View Window Нар 
New ЕЛ 
Open сњо 
ПЕ Ata ceo 
Open As Alte Site Cul+O 
Open as Smart Object. 
Open Recent 


Close Last opened 
Close All 


Close and Go te Bridge. 


«Bab 


Share on Behance. fangjianlogo PNG 33d65Model 4817913 76 jpg азаар 


Seerch Adobe Stock. 
mbedded, 


Automate 
Image Processor, 
Import 


И Load Multiple DICOM Files.. И 


Statisties. 


И 
和 Browse, 


сагарза 2019-02-12 pikachu smile g image27jpg 


Image26jpg Image2S jpg Image24jpg Image23jpg Image22 jpg 





Не Edt Image Layer Type Select Fiter 3D View Window Нар 


Load Layers 


Source Fies 
Choose bwa or nore fies to load into an image stack 
Last opened 


Creste new... del 431791-3-76 po 43801ajpg 


Create Smart Object after Loading Layers 


Organize v 


hed ШШ... 


О 43801cjpg OneDrive 


[Gold] Giochitech Brod 


Image26 jpg Image25jpg 


Cancel 


oad Layers 


Source Files 
( OK 
Choose two or more files to load into an image stack. 


Сапсе! 


Files 


RenderAllColour.png 
VRayAlpha.png 
VRayMtiReflectIOR.png 
VRayRawLighting.png 
VRayRawReflection.png 
VRayShadows.png 


Browse... 


Attempt to Automatically Align Source Images 


Create Smart Object after Loading Layers 





File Edt mage Layer Type Select Fiter 3D View Window H 
[peres PN 


Render Elements Photoshop psd @ 50% (RenderAlIColour-png, RGB/16) * 


|| 


мі 
| 


Properties 
là) Pixel Laver properties 


; 
m 


¥ oem 


u 
EI Borne? 
ттш окап ию» 
tod BY oe r ux 
EXE 
md _ = 
| cn 
— 
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